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Introduction 


The Witchlight Carnival is back! Children rush in to see whats new from all over the nearby hamlets. As the 
evening settles around Daggerford, the last rays of the warming sun sink below the horizon, the flickering of 
multicolored lights brighten the cheerful night. 


As we (Tolobias brought his two children along, more like the children brought him) walked up the road; red, 
blue, yellow, orange, pink, purple, green, and violet lights flickered in the distance. My two children, upon seeing 
the lights, hopped and skipped with joy, urging me faster toward the colorful arrangements of tents and carnival 
wagons. 

After purchasing the tickets and receiving fairy wings, my kids scampered off into the joyous crowd. Around me, 
everywhere; lights flickered, great dragonflies buzzed, fairies flew, children laughed, performers sang and acted, 
birds chirped, water bubbled, and everyone's spirits soured high up into the star-speckled sky. | stood stock still, 
my mind twirling with the joy of a 10 year lad. 

Before | knew what | was doing | ran off, not after my children but off into the fray; trying out every food handed 
to me, looking at every performer | could find, laughing every moment | could, grabbing every firefly which I 
could reach. Such an experience as that night brought me could never be felt again in my dusty workshop, or even 
in the ducal castle at a ball. 

The sheer overpowering of emotion one gets from stepping into the Witchlight Carnival could only be compared 
to the joy of a childhood! 


Tolobias the Cooper, Upon stepping inside the Witchlight Carnival, 1488 DR 


This eight page PDF is meant to enchant your Wild Beyond the Witchlight Feywild adventure for fifth edition 
Dungeons & Dragons. You will also need the 5th edition Players Handbook. As a DM, feel free to use as much or as 
little as you would life from this enriching supplement and always use it as an inspiration for your own creations. 
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names, and their respective logos are trademarks of Wizards of the Coast in the USA and other countries. This work contains material that is copyright Wizards of the Coast 
and/or other authors. Such material is used with permission under the Community Content Agreement for Dungeon Masters Guild. All other original material in this work is 
copyright 2022 by Erdans Homebrew and published under the Community Content Agreement for Dungeon Masters Guild. 
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Exclusive Carnival Prizes 
Trinket (determined by rolling on the Local Trinkets table found below). 
A single stoppered bottle of a potion of delicacies (Found in Appendix A). 


A magical egg which constantly changes colors whenever in total darkness, until 1 hour has 
passed, then it shattered into nothing. 

A Pheasants wing. Can be fanned to cast the spell gentle repose, but turns to a pile of feathers 
after three uses. 

A bar of coffee flavored chocolate. After eating the whole bar you cannot fall asleep by natural 
means for 8 hours. 

A Puppet of the Open Lord of Waterdeep wielding a staff. You can raise the hands of the puppet 
to cast light on the tip of the miniature staff. After three uses the puppet flashes into nothing. 
A replica of a book filled with candy. 

Necklace of the Three-leaf Clover. 


Local Trinkets 


A cork from a wine bottle with a fancy seal reading “Wizard of ---es Win--y” 


A dusty smelling four-leaf clover, pressed in a small booklet discussing fey personalities 


Asmall wooden violin missing the third string which sounds like the cry of a baby when played— 
regardless if the string is replaced 
Ared, white-polka dotted, skarf which folds itself up neatly when placed flat on the ground 


A plain straw hat with a red ribbon for a band, always holding a blooming bouquet of eight 
flowers 

A crown the size for a pixie, which can fit on your finger as an ornate ring but cuts into the skin 
uncomfortably 

A iron mirror which shows the reflection of the Feywild on the Material plane, the Material plane 
in the Feywild, and no reflection in any other plane of existence 


An unstrung bow the size for a sprite which cannot be strung even by a goliath, and has the 
following inscription “for a flightless fighter to string, a wingless sprite must sing” 
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Chapter 1: Daggerford 


Witchlight Carnival Comings 


The Witchlight Carnival was recorded to visit the outskirts of the town of Daggerford on 3 Eleasis, 1488 DR; by 
Elevin the Scribe of the Council of Erdan. Many folk from the surrounding settlements flocked to the Carnival 
grounds, some Waterhavian families even brought their children on the 140 mile trip just to enter the Carnival. In 
addition to the amount of children entering the Carnival, a few cases of unwary adventurers and travelers going 
missing to after visiting the Carnival to never be see again, or found years later in younger and more youthful 
states. 


Carnival Advertisement 

The main places were adventurers can find out that the Witchlight Carnival has come to the area might be through 
the crude, child-made posters nailed to the bulletin board in the Market Place of Daggerford. The introduction of 
the Witchlight Carnival coming to town is just meant to get the characters weary of what is to come, not that they 
would even want to go to a kids Carnival upon seeing such a poster. As a DM looking through this, feel free to read 
the whole or part of this introductory flavor text instead of the Lost Things adventure hook in Wild Beyond the 
Witchlight. 


Three days after the grand event of Sheildmeet in the year of 1488 Dalereckoning, you woke up to the bright 
morning sun glistening off of the Morninglow Tower in the Money Quarter of the town of Daggerford. Taking up 
all your usual gear and traveling equipment you headed out. 

Outside, eight doves greeted you to the seemingly normal day; carts rumbling, hooves clattering, people 
talking, kids laughing. Apart from the warmth and joy of summer you feel an overpowering buzz of something 
creeping up on you from your childhood. 

Passing through the bustling Marketplace you glimpse the colorful and childish art of a three posters, each 
pinned quite low as if a young children were unable to reach higher, on the bulletin board attached to the 
Giuldmasters’ Hall facing the sun-lit Marketplace. Each poster reads in different writing “The Witchlight 
Carnival is here, Lots of fun, games, and prizes” with a flourish of its own style. 

At seeing the title, “The Witchlight Carnival,” childhood memories that have grown foggy over time come 
back to you through conjuring a weird admixture of emotions—wonder and awe mixed with loss and regret. 
During this childhood visit, your character lost something. You tried to find it, but the carnival owners—a pair of 
elves named Mister Witch and Mister Light—were decidedly unhelpful. 

"Silly little squawking pheasant,” said Witch. "You forgot to buy a ticket.” 

"The carnival goes round and round," said Light. "The multiverse is our playground. Nothing's free and nothing's 
lost. Every visit has its cost." 

As time passed, your heart became less heavy, and you gave less and less thought to those childhood events. 
Now, for reasons you can't explain, the longing to retrieve that which you have lost has resurfaced, as though an 
old spell has faded away, allowing you to feel the loss as sharply as if it happened yesterday. 

The Witchlight Carnival has returned, and you find yourself standing near a ticket booth by the entrance at 
twilight, just as the carnival is about to open. There you meet others who look as troubled as you. Without 
knowing how or why, you sense that each of them has lost something as well. Perhaps fate has brought you 
together. 
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Chapter 2: Whats Different 


Exclusive Carnival Games 


As the Carnival Travels across the Material Plane, visiting new places and hosting new cultures of people, games 
and booths sometimes change. Bellow are two new Carnival Games which can be found amid the many tents and 
wagons of the Carnival grounds. 


Tabaxi Trivia 


“Learn the lore of ages gone! Do you know it all? Answer three questions right to win a prize!” 


Any participant must on their own, without help, guess three trivial questions about the general history of Faerun. 
A blind Tabaxi (use the Witchlight Hand statistics found in Appendix B) sits on a exotic carpet in the middle of the 
tent, asking specific questions around in a circle to any participant at random. In order for the participant to 
answer all the questions correctly they have to succeed three DC 16 Wisdom (History) checks. 

Prizes. Two successful answers earn one roll on the Exclusive Carnival Prizes table; three successes earn two 
rolls on the table. 


Out-play the Fiddler 


“Fiddle, Fiddle, as hard as you can! Try to out-play this magical Fiddler to win a prize!” 


This particular game is meant for any musically talented or reckless contestant. The participant must be proficient 
with the viol instrument, and out-play the Faerie Fiddler (Stat Block in Appendix B). Doing so requires a successful 
DC 15 Musical Instrument check (adding their proficiency bonus to the check) contested by the Fiddler. 

Prizes. Anyone who out-plays the Fiddler rolls once on the Exclusive Carnival Prizes table. 


Exclusive Big-Top Acts 


The following group of acts can be added or replaced in the table presented on page 32 of Wild Beyond the 
Witchlight adventure guide. 


A human trickster magician creates illusionary effects with three eight-inch-radius steel rings, 
flinging them into the air and twirling them around him. 


A triton pianist who causes the water to dance into three distinct forms from a big pool. 
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Appendix A: Magical Prize Items 
Magic items 


Among the many great Fey imbued magical items found in Wild Beyond the Witchlight adventure guide, this 
supplement has a few common magical items of its own. Feel free to use them were you see fit, and letting the 
characters get them through winning the Carnival Games, and add that extra spark into your game. 


Potion of Delicacies 
Potion, Common 

This bottle of grayish brown ooze, when opened, smells like the most delicious foods, drinks, and deserts you 
could ever have eaten. As an action you can drink the bottle, causing you to gain 3 temporary hit points, as your 
taste buds are assailed with the most powerful and delicious tastes in all of the land. 


Necklace of the Three-leaf Clover 
Wondrous Item, Common 

You can tear off one of the three green leafs hanging from a thin golden chain. Using an action to do so and 
placing the leaf onto the skin of an unconsciousness creature instantly makes them become stable. Once all three 
leafs are torn off, the golden chain links fall apart into a pile of sawdust. 
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Appendix B: Stat Blocks 


The D&D multiverse is filled with many diverse Fey creatures as any other common beast or humanoid. Below are 
the stat blocks for a new Fey race, the Faerie Fiddler; and the Witchlight Hand from Wild Beyond the Witchlight 
adventure guide. 


Faerie Fiddler 


The faerie fiddler is a strange icon of faerie society. Always found in a community of faeries, there is never more 
than one faerie fiddler per community. The faerie fiddler’s motivations are to protect other members of the 
society and to make the world more pleasant, according to its understanding of the term. 

In appearance, faerie fiddlers are among the most human-looking of faeries. They resemble nothing so much as 
old, diminutive human males (there are no female fiddlers), dressed in somber, archaic clothes (such as a battered 
black top hat and tails), and playing a most exquisite, tiny fiddle. For all of their aged appearance, they are 
always in apparent good spirits, and while so skinny that it is a wonder they can keep the front and back of their 
coats apart, they are apparently spry and lively. 


Fey Contract 

Faerie Fiddlers have the natural ability to teach mortals some of their great skill as musicians, for a certain price 
though. As with any fey contract if nt upheld may result in extraordinary curses and even death (see Domains of 
Delight, a Feywild supplement available on Dungeon Masters Guild). The Faerie Fiddler is no exception to the 
exotic Fey contracts a mortal can make. 

Viol Proficiency. Any creature which asks or forces a Faerie Fiddler, can sign itself to a very unique contract. 
The creature gains proficiency in the fiddle instrument (use the viol statistic found in the Players Handbook) after 
spending at least 30 minutes with the Faerie Fiddler. After the time has lapsed and the Faerie Fiddler has taught 
that individual how to play the fiddle, that person magically gains the proficiency regardless of any previous 
instrument proficiencies or the normal time it takes to master an instrument. 

In rare cases the Faerie Fiddler might even gift the student a fiddle which they create themselves for the 
individual, although the Faerie Fiddler will never parted with their own instrument. 

Breaking the Contract. During the teaching lesson the Faerie Fiddler teaches the contracted individual a 
“Forbidden” song, which is said to be the key to the Fey’s time-altering powers. Once the taught individual plays a 
song regardless of its difficulty or pace, the bound creature must finish the tune and attempt a DC 6 Charisma 
saving throw. The person can willing fail the save if they choose to do so, but the DC of the save increased by 2 for 
every consecutive failed attempt after the first as the creature proceeds to play faster paced songs. 

Once the DC reaches 20 the creature starts to play the “Forbidden” song, at this point it becomes possessed and 
nothing can be do to reverse the curse other than by a wish spell. If the creature is saved by a wish spell they 
loose their proficiency and can never learn another instrument. 

If the fiddling creature succeeded the save they can continue to play or stop, continuing to play or starting 
playing again after a break forces the individual to do another save with the DC reset to 6. 

Curse of the Faerie Fiddler. If the “Forbidden” song is played the individual who broke the contract is cursed by 
the Faerie Flddler’s time accelerating powers. 

Any creature, loose object, or item which “hears” the fiddling creature play the “Forbidden” song begins to 
dance as the maximum limit of the fiddler is reached and their performance is turned into a blur of movement. 
The cursed creature cannot willingly stop playing, and is charmed as if by the fiddle they are playing. 
Furthermore, any dancing thing, including the fiddler, become deafened and take 1d8 + 3 bludgeoning damage on 
each of their turns as long as they are in earshot of the fiddle. 

A dancing creature can stop dancing by succeeding on a DC 20 Charisma saving throw, after which they are 
immune to the “Forbidden” song. Any creature which is wearing on their person a four-leaf clover picked that 
same day is immune to the song and does not need to make any saves. 

The curse can be ended by nothing short of a wish spell or the death of the fiddling creature. 
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Faerie Fiddler 
Tiny Fey, Neutral Good 


Armor Class 11 
Hit Points 2 (1d4) 


Speed 15 ft. 
STR DEX CON INT WIS CHA 
3 (-4) 13 (+1) 10 (+0) 14 (+2) 13 (+1) 16 (+3) 


Skills- Performance +5, Stealth +3 
Senses- passive perception 11 
Languages- Common, Sylvan 


Challenge 1/4 (50 xp) Proficiency Bonus +2 


Magical resistance. The Fiddler has advantage on saving throws against spells and other magical effects. 
Actions 


Fiddling. The Fiddler can start up a tune causing any creature of its choice in a 20 foot radius to begin a comic 
dance: shuffling, tapping its feet, and capering for up to 5 minutes. The Fiddler can increase the speed of the tune 
to cause the afflicted creatures to take 1 point of bludgeoning damage every turn, or slowing the speed to cause 
the dancing no damage, but the creatures still have the following effects: the dancing creature must use all of its 
movement to dance without leaving its space, and has disadvantage on Dexterity saving throws and attack rolls. 

While the target is affected by the Fiddler in this way, other creatures have advantage on attack rolls against it. 
As an action a dancing creature can make a 15 Wisdom saving throw to regain control of itself. On a successful 
save, that creature is freed from this effect and is immune to the Fiddler for 24 hours. 

The fiddler can instantly stop his fiddling or when the fiddler is killed do any dancing creatures regain control of 
themselves. Lastly, for every round the creature danced they age a month, if a dancing creatures hit points 
become zero or their age overruns the average age of their race as an result of this attack, they die. 


Sidebar: Faerie Fiddler Source 


The whole description and most Statistics of the Faerie Fiddler are form the Dragon Magazine #206, adapted by 


me into fifth edition Dungeons & Dragons. Please go and check out any Dragon Magazine you can (for their are a 
ton of them, and even | have not read through ten yet). Special credits to Spike Y. Jones for the creation of such 
a colorful creature and Chris Farris for his sparking art of the Faerie Fiddler. 
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Witchlight Hand 


The common employee running most and all of the behind the senses and upfront booths in the Witchlight 
Carnival. Witchlight Hands come in diverse shapes, races, sizes, and alignments. Every Witchlight Hand has a pair 
of fairy wings with which it is identified to be part of the carnival work crew. 


Witchlight Hand 


Medium or Small Humanoid, Any Alignment 


Armor Class 12 
Hit Points 9 (2d8) if Medium, 7 (2d6) if Small 


Speed 30 ft. 
STR DEX CON INT WIS CHA 
10 (+0) 14 (+2) 11 (+0) 12 (+1) 13 (+1) 12 (+1) 


Skills- Slight of Hand +6, see alsoSecret Expertise below 
Senses- passive perception 11 
Languages- Common plus any one language 


Challenge 1/8 (25 xp) Proficiency Bonus +2 


Secret Expertise. The hand has one of these additional skills: Acrobatics +6, Animal Handling +5, Athletics +4, 
Medicine +5, or Performance +5. 


Actions 


Dagger. Melee or Ranged weapon attack: +4 to hit, reach 5 ft., or range 20/60 ft., one target. 
Hit: 4 (1d4+2) piercing damage. 


Pixie Dust (1/Day). The hand sprinkles a pinch of pixie dust on itself or another creature it can see within 5 feet 
of it. The recipient gains a flying speed of 30 feet for 1 minute. If the creature is airborne when the effect ends, it 
falls safely to the ground, taking no damage and landing on its feet. 


Spellcasting. The hand casts one of the following spells, using Charisma as the spellcasting ability: 


At will: dancing lights, message, prestidigitation 
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